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Sega's motorcycle racer 

bu rns onto Satu r n / / ,\ 

mwt'uiiiHii 



ammm 



The best combat game 



wr 



Previously 
known as 



Willi 



vm n g n z i n Ey 



IRST review of 



/Ju jji'ajl-ij jj Jiijjj* ;kli jjjjj 1 Ji-iijiiuii-ijj:, 



Bomesfcfe 





vades the home. 



^.i ntro 



CHRISTMAS is coming 

AND THE^ 

IS GETTING PHAT! 

Yep, the been available in Europe for around four months, but now 

is when things really start to hot up. Having already set the agenda with mind- 
boggling games like Virtua Fighter, Daytona USA and Panzer Dragoon, Sega are 
now going to unmask the true capabilities with the second generation of 

32-bit titles. Virtua Cop, Sega Rally, and perhaps the most eagerly awaited game 
ever, Virtua Fighter 2, are in the final stages of programming. The results, we can 
promise you, are going to be phenomenal. 

Of course, the isn't the only next generation console in the race. There 

are other gaming machines out there and each one of them has their own 
selection of fine titles. Once again it's an exciting time for the console industry as 
people ponder which machine to buy. 

So, do you buy a games machine with a range of impressive 3D games, or one 
created by the world's leading arcade manufacturer, featuring totally perfect 
conversions the world's most advanced, most exciting arcade games? 
C'mon, we've all made decisions harder than this... 
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SUPERSTAR SOCCER 82 

Konami's excellent footie title breathed life 
back into the flagging SNES last Christmas, 
and looks set to do the same to the 
Megadrive when it's released in January. We 
reveal the first screenshots and explain why 
it's going to blow FIFA out of the water and 
exactly what makes it so good. 



PREVIEW 
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REVIEWS 

COOL SPOT GOES 

TO HOLLYWOOD 86 

MICRO MACHINES '96 87 

PREMIER MANAGER 88 

VECTORMAN 89 

MARSUPILAMI 90 

MORTAL KOMBAT 3 

PLAYER'S GUIDE 92 

All the finishing moves you could ever need, 
plus an endurance cheat and a code which 
allows you to play as the bosses. What more 
could you possibly want? 
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COVER STORY: 



VIDEO 
GUIDE 

Turn to pages 
6 and 7 



VIRTUA FIGHTER 2 
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If you thought the original Virtua Fighter was awesome, just wait until you see this! Virtua Fighter 2 is without 3 doubt, the most detailed, 
impressive and absolutely brilliant combat game we've ever seen, and we have a six page feature to prove it. Of course, if six pages of info 
isn't enough, you can always consult our SEGA SATURN MAGAZINE exclusive video for more proof! 
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VIRTUA COP 
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As this brilliant arcade conversion nears completion, 
we take a look at the very latest versions from 
Japan, and have a quick chat with top programmers 
AM2 on how they put the game together. 
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TIME ATTACK COMPETITION 54 

Once again SEGA MAGAZINE readers will already be familiar with 
this compo, but if you haven't already entered, now's your chance. All 
you need is a copy of Daytona, a video recorder, and some lightning 
reflexes. Then simply record a top time, send it in to us and free 
Saturn games for a year could be yours! 



CLOCKWORK KNIGHT 2 

Unlike the first toy travesty that was Clockwork 

Knight, this sequel is a visual feast from start to 

finish, and the gameplay is nigh-on amazing! (^ 

This four page feature takes every level in the 

game apart and ensures that you'll be clambering over yourselves to 

get a copy of it just as soon as it's released in November. 



SEGA RALLY SO 

!n last month's SEGA MAGAZINE, we exclusively unveiled this 
title in a glorious six-page feature, and this month, we take an 
even deeper look at its development. This time, all the enemy 
cars are racing around, the Lakeside track is unveiled in all its 
glory, and there's even news of a superb two-player mode! 



VIDEO CD/PHOTO CD 
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Although there's some first class games for the Saturn, it can be 

used for more than just gamesplaying, Yep, this month sees the 

■elease of the Video CD and the Saturn photo CD. We take a closer 

ook at these gadgets and via watching loads of film and music CDs 

and assess whether it's worth parting with the money to own one... 




ARCADE FEATURE 
INDY500 
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Coming to an arcade near you soon, this racer could be 
just what every high-speed driving fan is3fter. We 
bring you news of every track and every car, plus loads 
of screenshots revealing every aspect of the gameplay. 
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video preview 



EXCLUSIVE SEGA SATURN VIDEO PREVIEW GUIDE! 
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TIME WARNER VR VIRTUA RACING 
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or AM j. Instead the licence 



I original Vlrtua Racing, although both 
improved and plenty of 
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CLOCKWORK KNIGHT 








\And all this too... 



Coming soon from Sega... 

Sega Rally Vrtua Fighter 2 + Character movement demos VirtuaCop WingArms WorldSeries 
Baseball Clockwork Knight 2 NHL All-star Hockey Cyber Speedway HangOnGP'95 Formula 1 



Also Coming Soon... 



Victory Boxing 

Morlal Kombat 2 - no 



X-Men: Victory Boxii 

Children Of The Atom Mortal Komt 

NBA Jam Tournament sound effect 

Edition Alien Trilogy 

WWFWrestlemania Arcade Shellshock 



sound effects on this demo Panzer Dragoon 

Alien Trilogy Daytona 

Shellshock Shinobi-X 

Tilt Victory Goal 



Out Now From Sega... 

Bug Pebble Beach Golf 

Virtua Fighter Remix Digital Pinball 
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he recent Tokyo Jamma show saw loads of quality new arcade games o 
nd SEGA SATURN MAGAZINE called upon its Japanese correspondents 1 
n the proceedings. AM; unveiled their latest beat 'em up Fighting Vipers (based I 
n the arcade version of Virtua Fighter) along with the first playable \ 
Cop 2. Manx TT was on eight player link-up, AMi n 

entitled Virtual On. and Capcom announced their new comic arcader Mar 

Super Heroes And. here are the details in more, erm. detail, 
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Fighting Vipers is AMj's latest creation and. aithougl 
| board as Virtua Fighter 2, it looks very different. However, the gameplay is very 
to Virtua Fighter 2, which should guarantee its success when It's released on 
e. Yu Suzuki, head of AM2. has kept unusually quiet about the project. 
I though it's almost completed, which gives us reason to believe that the game is 
lerelya stop gap to keep the punters happy until Virtua Fighter 3 is released, 
awever, shots of the game do look really impressive, with each of the characters 
canised than their Virtua Fighter cousins, and they can 
;e weapons too- including a skateboard in one instance. Hopefully th. 
machine will be on playtest In the UK by next month, in which case 
'II be able to bring you an in-depth feature very soon 
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hUMCIHC EDIT0RKD1VE KELSUL 



In his quest for ultimate power Richard has now abandoned his puny physical form 
and has become and omnipresent god. This way he can edit Maximum and keep an 
eye over Sega Saturn Magazine. In fact, try summoning him into your own home by 
sacrificing lumps of French cheese and chanting 'Richard' backwards. 



Monkey boy has had a busy month, v 


hat with growmghis 


rst facial hairand 


discovering fairies at the bottom of h 


s mums garden. He's 


*ven built a little gra 


hut down there so he live with his ne 


■v friends. They don't r 


ally exist, but it gets 


him out of the way for a while. 







oy this month when Slow Boat To Barnet lost part of their 
hen we printed the t-shirts for our world tour of Basildon, I 
is rent asunder" The Slow Boaters' as they're now known, 1 
□cado plantation in Mexico at the end of the month. 



Well, what can we say about new-boy Dave, eh? He's tall. Oh, and he's also the 
bloke responsible for making Sega Saturn Mag the top-looking organ you're 
currentlyholding in your shaking hands. Oh, and he likes chimps, so send him 

some pics of monkeys in uncompromising positions. He likes that. 
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Sega Saturn Magazine have signed Take That's ■ 
Amailngly, he quit his job at Take That furnishings in Huddersfield to pursue a 
where the wages are high and the hours low. Ha, what a fool. And he makes t> 
tea because he hasn't got the bottle to stand up to us. 
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What more can be said about the tipstrel-ci 
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, meister that his Edderados 
Del La Lomasomar He's skinny for a start, and he's not hugely tall. But he does 
have unnaturally long fingers which are designed purely for playing games and 
wielding his mighty joypad of doom. 
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Cop set for a November 24th 

going to have the greatest an 

las. Except that isn't quite the 

be superseded as the greatest arcade gun 

sequel Virtua Cop 2. 

An early version of Virtua Cop 2 was unveiled to rapturous 
response at the recent JAMMA show in Tokyo AM2 have kept 
the game much in the vein of the original, allowing two play- 
ers to rampage through three different levels Level one sees vir 
uacops Rayge and 5marty involved in a street shootout, before the 
felons make a break in their cars, taking the gunfight onto the road a! 
he cops pursue in their police car. Level two opens with a shootout in the 
docklands district before moving onto a luxury cruise liner for plenty of 
idor-style gun fighting. And the final level takes place in the busy sub- 
way train system. Using the same Model 2 technology as the first Cop g; 
VC2 looks far superior even at this relatively early stage. There's no fixed 
release for the game, but we expect to see it in arcades before Chi 
:pect a ful 




UM FORCE 

What's this? Another obscure battle strategy game 
perchance? It certainly seems that way from these 
early screenshots There's not much information at 
the moment, and it's uncertain whether it will 
appear in the UK, but it does look very impressive 
with some smart visuals, loads of things going on 
and lots of big weapons 








Now that Sega Rally has almost 
been completed on the Saturn, 
Research bods AM3 have turned 
their hand to another racing title, 
this time based on the Isle of Man 

From what we can tell, the 
game is finished and, although the 
action takes place on bikes instead 
of rally cars, even better than Rally, 
which is no mean feat considering 
how good that was. Watch out for 
more on this one next month when 
we'll be getting our hands on or 
the very first versions in Europe. 
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and, if they've got any 5* 



se, they'll name X-Men ; Children of 
otallystunnlng.it star; the coolest 
and you'll be able to play it on the 



And the good news is the Saturn version looks set to be vir- 
tually identical. Originally scheduled for a September 29th release 
In Japan, the game's street date has been put back, but we've 
managed to play 3 special demonstration version designed for 
:o showcase in their shop win- 
izingly it looks, sounds and 
plays like the coin-op original right 
:o the very last detail The 
■inished version will have eight 
selectable characters - 
Cyclops, Wolverine, 
Iceman, Omega Red, 
Colossus, Psylocke, 
Spira and Sentinel - 
and the two bosses, 
Juggernaut and 
Magneto 
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ildren Of The Atom is causing quite a st 
r office and If Acclaim manage a pre-Chi 
doubtedly be one of the hottest Saturn gai 
ire so because Playstation owners don't get their version until 
tyear. Look out for our huge review and showcase 
you can find out exactly how good it is for 
yourself because it's another one of the top titles featured on our 
excellent c 
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nyone looked back on 1995 and wc 
:e on popular culture was. they'd h 



say the Internet -and if you own 
a Saturn you could be on-line next year Sega ate working on an add-on 
which allows direct Internet access. It's also designed for network gaming 
over the phone-line, which makes link-up cables look puny and out of date. 

Sega Europe's head. Malcolm Miller commented " The creation of Sega's 
new multimedia division shows the level of commitment we have to this for- 
mat and provides us with further evidence that the true potential of the 
Saturn is still to be released." No price has been fixed, but it looks like being 
the shops by July 1996. 
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BAKU 
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One of the most entertaining Megadnve carts ever has to 
Robotnik's Mean Bean Machine, so you'll be glad to hear tl 
Saturn's getting similar games. Baku Baku Animal is the fi 
instead of coloured beans it features cutesy critters and tr 
favourite foods. Due to the obscure nature of this title it's 
that this will officially reach UK gamers, although you can 
guaranteed that it will reach these shores in some form. 





Top PC trtle Hexxen (the follow up to 
Heretic on the PC and a kind of Doom 
with swords), is Saturn-bound and 
with any luck, will be in the shops by 
Christmas. This is a 3D adventure with 
loads of atmosphere, tons of action 
and the graphics are nothing short of 
amazing. Although there are RPGs on 
the way from Sega themselves, this 
has plenty of blood and guts and is far 
less cutesy than anything we've seen 
from the big S. We'll be bringing you a 
huge preview on this one next month. 
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FREE! 

1 EARTHWORM JIM 
SUPPLEMENT 



ATTENTION GAMES MAGAZINE BUYERS: 

THE LADS AND LASSIES AT MEAN MACHINES SEGA, THE 

NATION'S FAVOURITE SEGA MAGAZINE, HAVE NOW BEEN 

OFFICIALLY RECOGNISED BY SEGA AS 'REALLY JOLLY GOOD'. 

3IGN UP FROM NEXT ISSUE FOR OFFICIALLY ENDORSED JAPES, 

MALARKEY AND EXCLUSIVES. LOOK OUT FOR THEIR CANNY 

X-MEN ISSUE WHICH COMES WITH TWO FREE GIFTS. 

TOP-HO! WHAT? 
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o, it's not another form of gum from the seventies. It is, in fart, a brand new Saturn 
tie from programming house US Cold. Like everyone else, the programmers at their 
have been working away on new systems, and are concentrating their 
efforts on getting some top quality Saturn titles out in time for Christmas. Johnny 
Bazcokatone is their first, and they're aiming for it to be very different from 
anything they've done before. Johnny though, is your usual platform- 
ing hero- gelled back hair, attitude like nobody's business and 
positively brimming over with testosterone He appears in his 
very own platforminggame, and, before you groan, theColdies 
have promised us that it won't be anything like the stuff seen 
on the 16-bit machines. All of the levels use Silicon Graphics-cre- 
ated sprites and backgrounds, and the gameplay. which employs 
many puzzle elements, aims to be much more complex than plat- 
^J^^kA* formers ofyeolde days. The characters you see here are the first 

v ^^%^^^ actual graphics released from the game, and give you a good 

^^^^^ Impression of the kind oftone US Cold are trying to put across. 



KOMBAL0 



Although SEGA MAGAZINE readers will haue already seen our shots on MK3 months ago, we're going to run 
this story again for anyone who hasn't already seen it. So, here we go: MORTAL KOMBAT 3 IS COMING! Snapped 
up by GT, who incidentally whipped the licence from under Acclaim's feet. It's due for an early '96 release. The 
reason for this, as you may have heard, is that Sony have embargoed the game from appearing on any other 
format for a period of six months - spoilsports. The good news for all Saturn owners is that Mortal Kombat 3 
WILL be arcade perfect in every single way known to man. and it will be every bit as good, even though it will 
arrive a bit later than everyone would like. As far as we can tell a lot of the features are taken from the version 
two coin-op - which was totally fantastic for combos. 






NOMADIC 

LIFESTYLE 

Gadget freaks will be over the moon at this latest 
announcement from Sega - it's a handheld 
Megadrivel Yep, from a Game Gear sized machine, 
you'll be able to play ail your Megadrive games on 
the move Well, we say you'll be able to play it, but 
at the moment Sega Europe are undecided whether 
they'll be releasing it ouer here. We think it would be 
a great idea though - if it went on sale for around 
£150 ( the actual price of the handheld is still unde- 
termined) it could sell bucketloads, and it will cer- 
tainly give all those old Megadrive carts an extend- 
ed life. The handheld also comes with an adaptor so 
you can play games through the TV too. And, here It 
is in all its glory. 
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Coming soon to an arcade near you is Capcom's sequel to the X-Men coin-op- Marvel Super Heroes. Based a 
the recent Marvel crossover storyline Infinity Wars', the game features four of the arcade X-Men - Wolverine, 
Psylocke. Juggernaut and Magneto- plus six more top Marvel characters - Blackheart, Shuma-Gorath. Iron 
Man, Captain America, Spider-Man and the Incredible Hulk. And if you think X-Men 

30k at this game. The super combat is taken to even more extreme heights with Spidey's , 

>n leap into space to drag an asteroid down! On top of this, 
collect Infinity Gems, that endow you with various super powered attributes such as 
urbo speed and invincibility. Collect them all and your character's fighting abilities are 
totally transformed. And you'll need them alt to defeat the final boss, a 

called Thanos. who in the comics wiped out half the sentient population of the 
inglethoughtlMorenex 
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ANIME INTEREST 




itonthePC.Infograme- 
Alonein the Dark is to 
converted to the Satur 
This game is already ir 
third incarnation on th 
PC, and has proved to I 
one of the biggest gan 
ofall time -with this 
regarded as the best of the three. 
It seems as though there will 
a fair amount of these games 
released on the Saturn next year, and 
they're the prefect tools to show off 
its graphical capabilities. Here's a few 
early screenshots just to give you an 
idea of what you'll be seeing in a cou- 
ple of months. 
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If you rethinking of entering our pinball competition on page 55, take 
there's been a change in the rules. All high scores must be recorded on 
Gladiators table - that's the first table in the game. Thank you. 
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Wonderlna 

Mrffatever happened to Yumeml Mention? 

Losing sleep over the fact that D hasn't yet appeared on any UK release schedule? Well, worry no more, 
because we've tracked down all those elusive overseas titles and can even ascertain when (or if, as the 
case may be) they'll be appearing in good old Blighty. And remember, you may have already read reviews 
on some of these titles in lesser magazines, but you certainly won't be able to play them without paying 
hefty import prices and adjusting your PAL Saturn to play foreign titles - which we do not advise. 





ven though it's old enough to be your grand- 
mother, Sega's Hang On! coin-op is probably still 
the most famous arcade motorcycle racer in exis- 
tence. So, it's good to hear that Sega are warming 
up an all-new go's version of the game for the 
Saturn. Mind you, it's such an all-new version that, 

|B1 the^adthatltTg""" 
bikes in it, It's absolute- 
ly nothing like the origi- 
nal Hang On! at all. In 
fact, it's more like 
Daytona USA, complete 
with fully textured 
polygon graphics. Still, 
the idea ofa HangOn- 
style racing game with 
fully jD graphics 
sounds like a pretty 
tasty prospect. And 
indeed, from the early 
version of the game 
we've played, it's shap- 
ing up to be a poten- 
tially hot title. 

Hang-On CP fea- 
tures three different 
viewpoints as you race 
against 20 other bikes, 
passing through check- 
points to keep the tin- 
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•e five differei 
to choose from, each 
with its own handling, acceleration and top speed 
ratings, and si* scenic courses to race them on. 
Although Hang On GP is already running at a fair olc 
speed.it still requires a lot of work on the handling 
and skidding of the bike before it's complete 
Nonetheless, its due out Japan in October and 
should prove to be an excellent racer. 
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Hang On GP promises to be dead fast. 




Now this is proper seat 
of-yoiir-panti racing. 
It's made even tougher 
by the way the bike 
banks around 



in development 




Treasure are almost living legends where innovative gai 
programming is concerned - they were responsible foi 
st exciting titles on the Megadfive, such as 
Gunstar Heroes and Dynamite Headdy. Famous for 
games involving huge bosses, and. well, not a lot 
else, they've been somewhat quiet of late. The rea- 
son for this absence is because they've been busy- 
ing away on Guardian Heroes, a brand new Saturn 
beat 'em up. Based in thi 

side-scrolling beat 'em up featuring six different ch; 
calling up your warrior's thought bubble you 

. and a host of weapons which ca 
defeat enemies. In the vein of all Treasure games, th. 
absolutely frantic, and there's loads of stuff 
They're even attempting a simultaneous six-player battle mode 
still undecided whether this game will ever made it on to UK rel 
schedules, but we certainly hope it will -it may not be the 
visually impressive product we've seen, but it plays really well 




ga have become something of racing experts of late. In addition 
ig Hang On to the Saturn, they're also deep in the development dungeon 
working on ft. Now, this game never appeared in the arcades, but Sega are still 
hoping for big things when it's released early next year. Every single detail of 
Grand Prix racing has been painstakingly recreated, from authentic tracks to real 
cars and the ability to tweak just about every detail of your Fi racer. It also aims to 
recreate the atmosphere and feel of Formula One race driving, making it more of a 
simulation than other driving titles such as Sega Rally or Daytona. More on this 
one next month when we should have our hands on a preview version. 
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This haunted house mystery was released at 
almost the same time as the Saturn in Japan 
(and named Yumemi Mansion) and received a rather 
lukewarm reception. The basic premise 
of the game is similar to 7th Guest - 
there's a spooky house to be investigat- 
ed, and to get to the bottom of the 
■ mystery you'll have to explore every inch 
^■JS^^M of every room, discover clues, and find 
objects that will allow you to access new and secret 
parts of the house. Played from a first-person 
perspective, the game features fully rendered rooms 
and an array of bizarre characters who are trapped in 
the house, which are, naturally, all out to get you. 
When this first arrived in the office it seemed to be a 
straight copy of the Mega-CD game of the same 
name Wow we've had a look at the PAt conversion, 
the story is a little different and, of course, the 
graphics are about a hundred times better. Although 
this should be out by mid-November, there's still 
work left to be done on the English version, hence 
the lack ofareview this issue. 



Surely ghosts don't play .. ;. 
pool. Or do they... 
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massacring all hi; patients, a warped doctor goes into 
hiding at his spooky old house. His daughter Laura goes in 
search of him and discovers that not only has her dad gone complete- 
ly crazy, but the house contains terrors beyond imagination. 

Thrs is another title where you wander from re 
picking up objects and discovering clues, but the pui 
times fairly complex and at times, the action becomes nail-biting, 
not to mention over-the-top downright gory. A 
Acclaim are working on the English speech for the game and we 
can't wait until it's s released, even though Ft will be an 18 certificate 
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>ll those old Sega coin-ops that made the Wlegadrive 
i it was launched are making a comeback in 
one form or another on the Saturn. Hang On GP 
'95 is currently in the works and now Sega's classic 
beat 'em up of yore. Golden Axe, is coming to the 
Saturn. Sort of. 

Whereas the original game was a scrolling 
fighting affair. Golden Axe; The Duel is a straight 
one-on-one beat 'em up of the Street Fighter variety. Featuring ten 
different warriors, including the original Golden Axe trio and the 
dreaded Death Adder, the game is packed with all the usual special 
moves such as fireballs and dragon punches, neatly blended with 
the more typical hack n' slash action of Golden Axe. What's more, 
in a tip of the hat to the old game, The Duel even features the little 
impwhorunson screen releasing magic power-ups when you hit 
him, thus providing each battle with the potential for some awe- 
some spell-casting antics. Golden Axe: The Duel is set for release in 
Japan any time now and we'll cover it in-depth next month. 







With the Saturn's three biggest Christmas titles 
being near-perfect conversions ofSega's hottest 
arcade games, the gap between state-of-the-art 
coin-ops and the latest home software has never 
been closer. As such, we intend to bring you more 
in-depth arcade coverage than ever before, 
because the smash-hit coin-ops of today will be 
the console games of tomorrow. 
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THREE COURSE MEAL ON WHEELS 

Official licence or not, you still can't get away with having a 
game based around just one track, especially when it's just a 
straightforward oval one. So AMi have included two more 
tracks of their own. The Advanced Highland Raceway takes the 
race into the mountains, as you weave through rocky canyons, 
over raging rapids and through woodland areas. The best part 
being a stomach churning roller-coaster style downhill stretch. 

The Expert Bay side Course Is more of an urban race track, 
as you speed your way through sections of city streets packed 
with 90 degree turns. With the sides of the track closed off by 
concrete walls and fences, multiple pile-ups are almost guaran- 
teed when too many cars vie for position on the lethal ly fast 
stretches of tarmac. 

All the tracks have been designed with high-speed racing 
in mind, and to keep the miles-per-hour at the maximum right 
from the start, each race begins with the now legendary 
Rolling Start, sending you past the green starting flag with the 
gas pedal pushed hard to the floor. 
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RACING TO SATURN! 



Having recently been showcased at the Tokyo JAMMA show 
at the beginning of September, you can expect to see Indy 
500 popping up an arcade near you soon, with the more 
impressive eight-player linked set-ups making an appearance 
at larger venues. We strongly recommend you give it a test 
drive if you see the machine. However, there's good news even 
if you can't get to an arcade. Sources at Sega have confirmed 
that Indy 500 will be making it to the Saturn, although exactly 
when is still shrouded the mists of future time. Rest assured 
though, you'll read all about it here first. 
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INTRODUCING A GAME CLASSIC. 



Best-selling Game of 1993 



Best Console Simulation 
of the Year 



Sega Mega-CD Product 
of the Year 



Sega Mega-CD Shoot 'em Up 
of the Year 



Bought by 80 PERCENT of 
Mega-CD Owners 




THUNDERHAWK 



What we have here is the 
definitive Mega-CD game... 
The yardstick by which 
all others will be measuredd 



GAMESMASTER94%t 



If you've got a Mega-CD 
you have two choices: 
buy Thunderhawk or sell 
the Mega-CD. 

SEGA ZONE 92% 



Thunderhawk's an action- 
packed, in-yer-face flight 
sim that's more fun than 
any game has a right to be. 






This is the game you 
simply must play... 
This is the game that 
will embarrass the 
hell out of the other 
CD-developers. 

SEGA POWER 91% 



It puts anything else on 
the Mega-CD to shame.. 
A standard by which all 
future Mega-CD games 
will be judgedd 

\ SEGA FORCE MEGA 92% 



GET READY FOR THIS. 



'•'■■-■.■ 




Although nfnmiF TnTTP have always been popular on consoles, 
they've always been pretty limited, mainly because you can only 
play them in 2D, which tends to spoil the atmosphere somewhat. 
However, there's IfflBBHIBlffllBlfflB BEEIM^M for the 
Saturn, including this amazing HU afiliETIPfiil from Virgin. 




ertainly true that Sega's first outing into the 
I pinbatl realms was rather disappointing. In Digital 
I Pinball, the whole table was shown on screen at 

B, so there was no movement in the game 
I {apart from the ball and flippers that is). And, 
luse everything was on screen at the same 
time, the entire game seemed a bit puny. Plus, since in was aiming 
to be more of a "simulation" the bonuses weren't very exciting 
either, consisting of flashing led screens alerting you that you'd 
gained a few extra points or leading the way for a wealth of point 
scoring opportunities. However, we've always been of the opinion 
that programmers should use a bit of artistic licence when it comes 
to pinball sims - even if it does stray away from the 
original rigid gameplay. Yep, we want bonus games, secret tables, 
multi ball play -the lot. 

Which is quite good really, because that's exactly what Virgin 
have come up with. Tilt, currently deep in development is the first 
3D pinball game ever. Flip the ball up through a tube, and you'll get 

We've always been of the opinion that 
programmers should use a bit of 
artistic licence when it comes to 
pinball sims, even if it does stray from 
the original, rigid gameplay. 



; around from a loomed-in perspectivi 
the way around the table, and indeed, your 3D friend w 



whack it 
follow 



suit. And. although these scenes do cut into the g; 
alarming frequency, they make the proceedings si 
exciting. 

In addition to all the 3D malarkey, there's sev 
themed tables, all with individual features, and so 
gameplay. At the moment, the amount of 3D mov 
version will include has been undefined, but it's al 
really impressive. Nottingham-based coders NMS (new 
the gaming realms) are putting the final touches on the title, and 
with any luck, it will hit the shops in the middle of November. 



leplayw 



=n differently 

■s the final 
eady looking 
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3D pinball wizardry from Virgin 





k choice of seven tables awaits you although Unlike Digital Pinball, the tables in lilt scroll 

there's no bonus games included yel. up and down as you play the game. 



Whenever you aim the ball through the tube, the action zooms in to give you 
action, OF course, this does interrupt the gameplay For a couple oF seconds, 
makes the proceedings much more exciting than pinball games of the past. 



i close up of the 
iu! it certainly 
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SHOOT 'EH UP 



Although there's some liMlg.HnliM.HnH.llil -J -.Hiim out on the 
Saturn at the moment, it has to be said that if there's one thing that 
Sega have failed to bring into the home, it's the good old HIIJ.Ii'il.^M 
i- ^ihm . Anyway, while we're waiting to see the finished version of the 
forthcoming Wing Arms (looks like a real cracker), here's a sneak 
preview of E^fflSEEBgfl 




■ hat can you say about in air combat 

e that hain't been said a 
I hundred billion times before? 

Explaining the plot isn't exactly 
difficult - fly through 3D terrains 
I shooting everything and anything 
that moves whilst avoiding the path of enemy fire. 
Simple. Isn't it? 

Well, kind of. While this describes the essential 
gameplay down to a tee. there is plenty of other stuff 
that makes JVC's Deadly skies a force to be reckoned 
with. For a start, you'll be up against some of the 
most experienced and skilled pilots ever to have 
graced this realm, and what's more, they're all 
equipped with the best fighter planes on the market. 
In addition to the traditional Mig -29, you'll have to 
take out an F-15 Eagle, an F4 Phantom, an F14 Tomcat 
and a NATO flying ace. There's loads of different 
terrains to fly through, including the jungle, the 

Explaining the plot isn't 
exactly difficult - fly 
through 3d terrains shoot- 
ing everything and anything 
that moves whilst avoiding 
the path of enemy fire. 

desert, the ocean, and a city terrain that bears a 
startling resemblance to A Far Eastern City Not Far 
From Kuwait. Unlike air combat games in the past 
(such as Afterburner), there's loads of scenery detail, 
and although the gameplay remains largely the 
same, it's really smooth to play - plus there's loads of 
action in every level . 

\t this stage in 






development, i' 

just how good the 
finished product will 
be. and it's fair to sa; 

y that when it's 

released it will face 

■ same really stiff 



mg Arms (which 
ould be ready for 



n tirr 



1 for 



xt issue) and Core 
Design's Thunderhawk sequel, Firestorm. Still, with 
all its splendid jD-ness and high speed shooting, it's 
certainly in with a fighting chance come Christmas 







'part from the intra above, the entire 
is played out in 3D - not that you'd eipecl 
anything less from the Saturn. Hnwever, 
Dedly Skies aims to have much more detail 

■t games of the past, and 
certainly offers plenty of level variety. 
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mm 





Deadly air combat hits the Saturn! 



developed In Norway. 








n names. Deadly Skies Is actually being 




A choice of eight fighting fit opponents, each with their 01 
customised killing machine make) for a huge and varied 
challenge. 



At the moment. Deadly Skies is around t0% 
complete, although the control system still 
needs tome work. 



there's various locations to blast It out In Deadly Skies - this 
is the ocean stage, and like all ocean stages, It's tha most 
sparse in the entire game. However, the city and desert 
much more detail, and far more complex 
layouts to battle with too. 




It's a shame that <o far, no simultaneo 
two -player option has been included. 
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CORE DESIGN 



D SHOOT 'EM 



] Two years ago, Core Design [TCTTTSmTOTCTarTITOnwhen they 
J released iiiTTmEn?H?11 on the Mega-CD, and ever since, they've been 
'£ renowned for producing high-quality games on every format. But, in 

recent times they've turned their collective hand to the Saturn, and 

it's this format that's been deemed worthy of [ 




i in the original game, Firestorm is a 
high speed helicopter combat sim, 
and Core Design ate lifting many of 
the game features from the original 
title for the forthcoming Saturn 
version. However, although the 
gameplay will remain roughly the same, the action is 
much, much faster and naturally, there's loads more 
detail than was found in the original. 

In all, there will be 37 missions to complete, 
with most missions requiring several tasks to tie 
completed before the next level can be taken on. 
Each stage holds a multitude of ;D texture-mapped 
terrains, plus there's the now-standard polygon 
generated enemies that pop up at every conceivable 
moment. The original Thunderhawk team have been 
drafted in to work on the sequel, and lead 
programmer Marc Avory is already hopeful for the 
end result, claiming that "In Firestorm: Thunderhawk 



The action is much, much 

FASTER AND NATURALLY, THERE'S 
LOADS MORE DETAIL THAN WAS 
FOUND IN THE ORIGINAL 

2 we're pushing the new machines to their absolute 
limits. This game's going to be faster than anything 
you've seen - and anything you're likely to see for a 
long time, on any of the new formats." 

There's many new features in Firestorm -you'll 
be be able to view the game area through 180 
;and 
loads of 
different camera 

about with too 

Plus, from what 
we've seen of the 
veryfirst demos 

recent trade show, 
the gameplay 

impressive-being 
both incredibly 

Iready have stiff 

competition in the form of Deadly Skies from JVC and 
Wing Arms from Sega -although if Core's past 
efforts are anything to go by, this will be heading for 
certain success when it hits the shops in November - 
and as an extra, new Saturn owners will be treated to 
a free in-pack demo of the game in October 

m 
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In addition to multiple camera angles, you 
the game through 1BD degrees at any time, 



u^ 
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Gore Design's classic gets the sequel treatment 




it the moment, only one level of Firestorm is completely finished, hence the abundance of 
screenshots taken From this level. However, Core still hope to finish the title by November. 
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Normally we at SEGA SATURN 
NEXT GENERATION MAG, 



IM^— I 



PLE 



^&25a Y B» 



AINWAVES 



DEAR SEGA MAGAZINE, 

I have been a reader of your magazine since June '95 and inquiring if it's possible if 
you could send me information on back issues that are still available. I really think 
your magazine is cool. Also, can you tell me how to get these hidden characters 
from Mortal Kombat 2 for my Megadrive? They are "Pung Wolf" and "Fire" which 



mradtc 



xistmthei 



And one more final question. Please can you tell metheFergalities (that's if 
you know) on "Ooh Nasty" mode in the cheat menu qf the performance of all the 
character's finishing moves. 

I would be grateful if you could help me with this, if not I'll still love your 
magazine. Please reply in writing. Thank you. 

Rachel Modupe, Camberwell green, London 

^.S, Blimey, another back issues letter. Right, let's get this straight. You want to 
^^ try ringing the lovely helpful staff at our back issues department on 0858 
468888 who should be able to help. Pung Wolf and Fire don't exist. And I'm afraid 
we haven't got a clue how to do the Fergalities. Ed Lomas might, but he's in a hufl 
because we called him ugly, so he won't tell us. And we've replied in type. Sorry. 

SICK OF IT ALL 

DEAR SM, 

Vou're probably getting sick of this, but I'd like to have my say regarding the 32X 
and Mega-CO. 

I own these machines and being a dedicated 32X owner 
I'm becoming concerned about the machine's future. The 
Mega-CD was unsuccessful not because it was a poor 
machine, but because hardly any of its software exploited 
potential. Even today's releases are mostly FMV and 32X CD-ROM 
titles are just the same FMV "games" with better quality 
footage. It's disappointing that few 32X games utilise the CD- 
ROM, because the only real problem with the 32X is that 
being cartridge based it has limited memory. 

Still, even without CD-ROM memory the 32X still boasts 
some fantastic games. The release titles are all exceptional as 
are more recent releases such as Metal Head and Stellar 
Assault. But what about the future? Vlrtua Fights 
the Scavenger games shown in issue 15 w 
SoulStar X. Kolibri? Superlative 32-BIT graphics but i6-BIT 
gameplay by the look of it. There really should 
be much more quality software lined up as with 
the Saturn. 

Well I'll end by being optimistic and hoping 
that Sega will learn from the mistake they made 
with the Mega-CD. tet's hope some decent game 
arrive in time for Christmas, eh? 

Cheers, Mr V, Castle Creytkull 



development costs. The same story could apply to the 32X, but there are actually 
enough decent games either out or on the way to justify the dough, so hopefully 
loads of people will have a 32X on their Christmas list. This'll mean tons of 
potential customers for software companies, and even more games. It's a vicious 
circle, see? And it works both ways. Still, fingers crossed. 

I LOVE THE MEGA-CD 

DEAR SEGA MAGAZINE, 

I have just bought a Mega-CD, the games on it are good but the graphics could be 
better. I think that Sega are not making any good games for the Mega -CD so they 
can cash in on the Saturn Why can't you get Daytona on the Mega-CD? I was 
going to get a 32X but changed my mind and got a Mega -CD. because you can get 
mostly the same games eg Fahrenheit and BC Racers but you can play CDs (music 
and CDG). So why do people buy the ;;X with one game for f 150 when you can 
get a Mega-CD with 11 games for £170-200? 
Brian D'Silva, Plumtteod, London. 

4.S, Because, dear boy, the games you can get for the 32X out-perform the ones 
^^ for the Mega-CD. And there'll probably be lots more of them in the future. 
Why don't you get a 32X as well, thereby optimising your Megad rive-based 
console spectacular? And you'll have a machine that looks like an evil robot. 



I SAIL MY BODY 




money to buy my computer games is I dress up in blac 
fronts and a tite leather black jacket with chanes hangir 
and I go to the old peoples home and sail my body to all 

Nap, Croydon, Surrey, 



jt.Zt Thanks for sharing that with us. The police are on their 
~^^ way. At least you're reading a mag with the right initials. 



HOT BUG! SCOOP 

DEAR SEGA MAGAZINE, 

have drawn a black and white picture of a 
character soon to star in a new platform game 
called Bug!. 

I would be grateful if you would show my 
drawing to the nation as soon as possible in your 
lagazine. 

My name is John McClung and I am 16 years old 
tothian in Scotland. 

John McClung, West Lothian, Scotland. 



^J, Well thanks for that hot snippet of news there, John, but I'm afraid the 
^^ nation saw a full colour picture of Bug on the front cover of SEGA 
MAGAZINE issue zi. Next time you're hoping to break a story, could you possibly 
send it in a couple of months earlier? 
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lUple of months and you'll be writing in saying 



e down there bur 



CONVOLUTED LIE HERE 



rarty 



DEAR SEGA MAG, 

To finance my gaming habit I get a mate to film me (with a purloined 
camera, of course) walking nonchalantly along the top of a handy cliff, when 
suddenly I "trip" and fall 6oft to the jagged rocks below which I have taken the 
precaution of sprinkling with such crowd -pleasing items as nails, razor blades and 
broken glass shards, which always look good together. After a quick trip 
and a slightly longer stay in intensive care, we send the tape of this hilarious 
incident to Jeremy Beadle where it usually appears with family incidents such as 
grandad falling off his deckchair or grandma losing her false teeth at dinner. We 
then split the cheque, wipe the video and repeat the whole process with me 
wearing a cunning disguise, such as sunglasses or a false moustache. 

There's room for endless hilarity and variations like falling on sharpened 
spikes instead of glass, or if you want to be really exotic, you could try falling into 
nest of vipers [which sadly are unavailable here). The possibilities are endless. 

Geoffrey Cray, Churchtown, Dublin 16. 



j+Z, Thanks for replying to our request for how our readers get the money to 
~^^* play games when most teenagers can't even afford to take up smoking. 
That's a pretty good one, and if I'd thought of that myself I probably wouldn't be 
stuck working here. Incidentally, Tom G saw Jeremy Beadle in the pub once, and 
scared him off. It's TRUE, I was THERE. 



"Oi Tosh, if you don't answer my questions I'm going tc 
down your offices you bunch of SLAGS!". Anyway, just because you're nice we'll 
answer your question. Whilst the Saturn is easily capable of handling a Silicon 
Graphics intra the calculations requited to actually render these as interactive 
sprites, move them around the screen and scroll the play area about to the play- 
ers whims are beyond the reach of any home machine as yet. It's like the differ- 
ence between a movie and a... er, a game. 

CAN I RIP OFF YOUR READERS? 

DEAR SM, 

I'm thinking about selling my Sega Megadrive and buying a Sega Saturn for 
Christmas. Could you tell me if a Megadrive, carry case, twojoypads and eight 
games (Micro Machines 2. All Sonic games. Earthworm Jim, Dynamite Headdy) is 
worth £170 and if anyone will buy it. But if you think it is too much what price 
would you recommend and if more people will buy it. By the way your mag is the 
best I've read so keep up the good work. 

David Wilson, Frecklcton, Preston, Lanes. 

j+z. Hey Dave, the world's full of suckers, know what I mean? There's one born 
^^ every minute, and if you reckon you can flog that gear for £170 then that's 
fine. You'll probably be alright, actually, because your games collection is ace. Try 
tagging "Or Nearest Offer" on the end of your advert to make sure you shift it, 
though. 



PLEASE TALK TO ME 



I WILL CONFESS 

DEAR SEGA MAG, 

May I begin by congratulating 
you on the quality and 
affordability of your publication 

area of entertainment and am a 
firm believer in first impression? 
counting. Towards the end of 
August '95 until mid-September 
must have purchased 90% of all 

None impressed me as yours did 
and subsequently you now have 

Congratulations aside, 
permit me to come to the reason 
for this letter. I have one questi 
to ask and would be grateful if 



LISTEN UP SEGA MAGAZINE 

lam getting really miffed offi 

happy to print my cheats 



vou « 



it replying to my letters. Vou seem 
a couple of simple short letters. I 




ich 



1 i -A' 




following query about Pai 
Dragoon for the Saturn. This to 

made game but my area of 
concern is this. On first playing 
my jaw literally dropped on 
seeing the Silicon Graphics 
introduction [Sound: 
of com 

will confess to a following sense 
of slight disappointment upon 
realising the game play levels 
were not of the same quality. My 
question is simplicity itself; Why? 

Surely if they were this 
game would have been an epic in 



1 beginning to think you make up the letters!! Please don't 
have made me waste this lovely collectors postcard [Tony the 
Tiger if you're interested -SM] for nothing. It was mean 
try and catch your attention!!! I only have one question 
someone else tried to ask which got printed but not 

Anyway, here it is: 
in SEGA MAGAZINE issue 7, look at pages 48-55. All. and I 
mean ALL of the Saturn showcases look better than their final 
product Imaybe except for Panzer). You said you saw them 
and they were very smooth and sharp. Virtua Racing looks 
ARCADE PERFECT and Daytona has NO CLIPPING and BETTER 
GRAPHICS. Please explain?? If you don't know the answers 
PLEASE MAKE ENQUIRIES. I feel the answers are very 

Thanks tons {I hope). 
Adily, London 

^ _^, Listen up Adily- multiple exclamation marks and 
~^" WRITING THINGS ALL IN CAPITALS are the sure signs 
DOESN'T PAY ATTENTION IN THEIR ENGLISH 
CLASSES and WON'T GET THE BEST OF THEIR EDUCATION. 
Anyway, to answer your question (which should have been 
addressed to O&A). The versions of the games in i 
rather early, and sadly some sacrifices had to be made to 
thespeed/playability of the games came out right, 
facing looks pretty much the same, and so does 
So there you go. 



rs faithfully, 
Peter Davies, Rhyl, Clwyd, 




RlCjht* This is the all-new Sega 

SatUtn Magazine, so there are going to be some changes 

around here. From this moment on, we no more questions on 

the Master System. Or the Game Gear. Okay? But you can keep 

on sending in those questions on the Saturn and your personal 

lives and stuff. Oh, and the Megadrive. Send them to 

THE SERIOUSLY NEW Q+A, SECA SATURN MAGAZINE, PRIORY 

COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. 

Oh, and start putting question marks at the end of your questions. 

It wastes our time having to punctuate your snivelling letters. 



BUDGIE FOOD! 

Answer my questions or I'll feed you to rny budgies. 

1. Are you planning to mate a video of the Saturn and 

sell it with your mag? 

i. If yes. will It feature Daytona USA and Virtua Fighter] 

3. If no, why not? 

4_Are5ega planning a new games system in the futuri 

5. Roughly how many games will be out for the Saturn 
by Christmas? 

6. Are Sega planning to carry on making Megadriue 
games or are they stopping? 



j- l. Vou know the answer to that. i. Nope. 3. 
~^& Because we've put even better footage of 
upcoming releases on it. 4. We can't see the future. 5. 
Over 30 titles. 6. There are plenty of Megadrive releases 
still planned. 



BORING STREETFIGHTER QUESTIONS 

To Sega Mag, 



reviewed it, but can't find the 32X version in any shops < 

4. Do you happen to have a spare VFj coln-op lying 
around the offices? 

5. Why is there hardly any decent 32X software available 
C'mon Sega, pull your act togetherl 

6. Why did you print this letter? 

By 
Tom 'M.ni Git' Parish, Warringtoi 



graphics don't spoil it. It looks and plays totally fantasti- 
cally. 3. It is, 4, Ves, but Paul Davies of CVC has taken the 
board home with him, 5. you tell 'em. 6. Because we 
believe in helping the mentally disadvantaged. 



A POTENTIAL SATURN 
OWNER WRITES 

Dear Sega Mag. 

Please could you answer my questions as I'm thinking of 

buying a Saturn. 

1. Do you think it's worth selling my MD MCD 32X and 
about 20 games and buying a Saturn? 

2. Do you think that the 33X will start getting games 
irly as good as the 
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;eVF? 



Deejay thei 

Blade. Mow 

different and which one is 
the Saturn version? 
1. Is it true that Capcom ar 
called SF2: The Interactive 

featuring footage from th< 
3 Are SSF2 or SF Zero camp 



Keep up the good work. 
:hris Vork, Knaresborough. 



£t. Both are the Saturn version, but one is showing 
~^& a cheat to reveal the hidden characters. 1. Not 
that we know of. The Streetfighter Alpha coin-op is 
based on the papular animated series in Japan. They 



I AM MENTAL PLEASE HELP 

Dear SM 

Firstly I'd Just like to say SPLLLURRGGEEEEKEWEEEEEEF 
ia. Are EA or EA Sports developing software for the 32X? 
lb. If not, who's developing FIFA jjX? 
it. If they will be. are NHL or Madden on the way? 
2. How does VF 32X5 speed compare with the Saturn or 
arcade versions? And do the poorer quality graphics spoil 
the gameplay at all (I've only played the arcade version and 
the graphical smoothness adds a great deal of realism]? 



3. Will FIFA be as good as 
the 3DO on the Saturn' 

4. Doyou think Sega Rally 
will be arcade perfect? 

5. On Virtual Reality they 
said VF was looking dated. 

is true' 



Ml It sup to you, 1, 
y Well, it's got VF 
hasn't it? 3, It might be as 
good as FIFA 3OO on the Saturn, yes. 4, It's going to be 
pretty damned close. 5. Vou should stop listening to 



YOU LAUGHED AT ME, 
BUT I DON'T CARE! 

Dear Sega Magaiine, 

The last time I wrote to you for answers you laughed al 
the idea of me buying an imported Saturn and not beir 

best console around and I've more questions: 



handles 900. 000 polygons/ sec and the Model 2 arcade 
board handles 500, ooo polygons/ sec? 

3. When is Sega Rally Saturn coming out (on English or 
Japanese! and will there be a Saturn mode without a 
timer and Saturn specific options as well? 

4. In the Daytona manual there are pictures of a CD 
which upgrades the Salurn so it can use an application 
called the Electrical Book Operator Doyou know what it is? 



5. I've just got an Action Replay for my Saturn (after w. 
ing two and a half months). Will you be putting some 
replay codes in your magazine tips section? 

6. Do you have any cheats for Gale Racer? To make it b 
ter. if possible? 

7. And when will Virtua Fighter 2 Saturn be released 
(English or Japanese)? 

8. In issue ii someone asked a question I would like tc 
know the answer to IS DAYTONA GOING TO BE REMIX 
WITH THE NEW AM2 SGLOS? 

PS. Does your publisher make a magazine called 
MAXIMUM? 



^^ What a pathetic time. Just look ; 



3rd is far r 



erfultr 



have some all-new Saturn features. 4. In Japan, books 
stored on CD are popular. This disc allows you to read 

you'll just have to read normal books. 5. It's a possibility. 
6. v eh, throw it away! Ha ha, you bought Cale Racer. 
What a sucker! 7. If we knew, we'd tell you. 8. NO! 

FOR CRYING OUT LOUD! 

Dear Sega Mag, 

For crying out loudi Please print my letter as I've tried 

writing in about seven times. Please! 

1. Will Sega Rally be arcade perfect? 

2. Will It have a two-player option? 

3 I'm getting a Saturn for Christmas What games do 

you think I should get? 

4. There is only one pad for the Saturn. Should I get 



re will be a Sonic game for the 



5. Doyou think I 
Saturn? 

6. Even though I will get Virtua Fighter with the 
Should I get VF 2? 

7 Should I get Mortal Kombat 3 instead of VF 2. 

8. What does AM in AM2 and AM3 mean? 

9. Who won the Saturn in the questionnaire coi 
Please answer these as I get your mag all the tii 



jr. 1. Just about. J. Indeedy. 3. Virtua Cop, Sega 
":^r Rally, X-Men are our top Christmas predictions 
4. Yes, it's essential for Virtua I 
yes. 7. Hell, no. 8. It stands for 
Each of th 
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After months of waiting, Virtua Fight 
is finally nearing the end of its lengthy 
gestation cycle. No other game on any next 

has been as 
eagerly awaited as this conversion of the 
arcade AM2 Classic and it's by far the 
most important game on Sega's 1995 
release schedule. We've seen it first and 
have the full, unabridged story. 
RICHARD LEADBETTER reports. 




showcase 



WORK IN PROGRESS 



THE CHARACTERS 
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Currently, none of the lighters are shaded. 
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highest screen resolutions (higher i 
SuperVGA), and it's still clocking in 
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plenty of work - although all of the characters 

^en, it is clear that some of them are incomplete. 

Shun is out of scale with the other fighters (you 1 
1 huge he is!), andl 



of adding the "accessories" to each fighter. You might 1 
Kage's hood tassle is missing, as is Shun's bottle. All of ihese require ! 
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All of the backgrounds 1 
the backdrops are [-'--'- 






showcase 



though, all of these features will be in the final version. 

The most substantial challenge which AM2 are tackling as we speak is 
to incorporate the hit recognition. In all demos seen to date, the fighters can 
throw each other, but punches and kicks just sail through the opponent. 

The biggest problem faced by AMi now is in keeping the speed up. 
Every new program added to the whole has to be optimised to run at the 
highest possible speed so the super-smooth frame rate can be maintained. 

The demo Sega Europe has is not playable at the moment, however 
SECA SATURN MAGAZINE'S Japanese correspondent has just returned from 
the JAMMA Show in Tokyo and reveals that the game was on display in a 
playable form and attracted an incredible amount of interest from Japanese 
VF fans (which includes just about everyone in the country). 

HOW MUCH LONGER MUST WE WAIT? 

Virtua Fighter 2 is the most anticipated Sega Saturn game currently in devel- 
opment and AMz have continually been avoiding the issue of when it will 
actually be complete. Usually, a game's release date is hyped for months 
in the Japanese press, but this time AM2 are setting themselves no firm 
deadline. Indeed, Virtua Cop (which is all but complete as we write) has 
only just had a release date confirmed (November 24) and it doesn't seem 
like lunacy to suggest that Sega Rally (now 75% complete) may be ready 
before Virtua Fighter 2. 

It is clear that unlike Virtua Fighter and Daytona USA, AMz are keen to 
get their conversions totally complete and bug-free before releasing them. 
Unfortunately, this does mean that we have to wait longer before we can 
play them but you can be guaranteed that the finished game will be as good 
as it could possibly be. 





Okay, so Virtua Fighter 2 looks 

pretty damned sexy. And Sega 

Rally is without a doubt the 
business. But, nothing, NOTHING, 
beats the feeling of taking a big 
gun in your hands and loosing 
off a round of infra-red slugs into 
some polygonised bad-dudes. 
Dontcha think? Well, you will do by 
Christmas. Because Cop is coming to 
the Saturn. Cop IS coming! TOM 
GUISE arrives in a similar fashion 
with this full police statement. 



The big obvious Indicator highlights the most dangerous target on-screen, 
although all the enemies are potentially letli.il. 
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PICKING UP THE PEACEMAKERS! 



This is the Yirtua Gun - the hell-sexy mother of a light gun that Sega are launching with Virtua 
Cop for full arcade-styl* screen-blasting action. 





! us, it's going to be good. 




When we last joined little 
Pepperouchau (in 
Clockwork Knight,) he was on a 
mission to rescue his 

kidnapped sweetheart 

Chelsea. No easy task when 
you consider the problems he 
faced - giant furniture, 

hordes of evil toys and, 
worst of all, only half an 
adventure! Well, one of those 
problems is now solved as the 
second part of Pepperouchau's 
quest chugs into toytown. 
Unfortunately for tinhead, it 
brings with it even more giant 
furniture and evil toys. TOM 
GUISE investigates this severe 

case of toy abuse. 



THROUGH THE 
CLOCKWORK KEYHOLE! 
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IT'S PLAYTIME! 



u first play it, there 
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STEREO AUDIO 
MIXED IN QSOUND 
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WHAT MORE MUST BE ADDED? 



ie of writing (late Septerr ,. 

" J "tions such as being able ti 
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display adequate detail. Neith 
ssibilityofa 



into the possibility. 

■ rate the project is progressing, we will 
: is by next month, when fall going well) I 

should be complete. That being the case, a Christr - " 




With the other cars now on the track, It's 
clear how challenging Sega Rally actually is 
as they block your racing path. 



Completing the First couple of stages isn't 
particularly hard. Finishing in a good position 
though. Is vital to success. 



SATURN SPECIFIC TUNING 
SECTION REVEALED! 

AM3 were the first to admit that just converting the coin-op over to Saturn 
with no enhancements might be a bit of a loser in the lastability stakes, 
hence the inclusion of an all-new "settings" menu on the front-end of the 
game. Basically, this allows you to create your own car, tinkering with tyres, 
handling, cut-off valves, along with front and rear suspension. You can then | 
save off your creation and use it in Time Attack games and presumably in 
two-player battles as well. We're leaving things a little vague here because 
there are still some bugs evident in this part of the game which are in the 
process of being eliminated as we write. 
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look, the chopper is I hers! The chopper is there! At 80% complete, the arcade 
mode of Sega Rally is basically complete. And the detail or the conversion Is 
simply awesome! Alt the trackside Features, all the cars and all the speed of the 
coin-op have been successfully replicated. And even running at 30 Frames a 
second, there's virtually no bad clipping on the horizon. 
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EXCLUSIVE! FIRST PICTURES OF THE SUPER-ADVANCED LAKESIDE COURSE! 




n this 






Not many people hav 

even in the arcade original. Why? Well, the 
track is designed to be difficult to reach. Very 
difficult. Only after a huge, concentrated Rally 
session were we able to get to it. 

To reach the Lakeside course, you need to 
access the Championship race in the arcade 
mode and complete it. That is actually difficult 
enough, but even reaching the goal with sec- 
onds to spare isn't good enough. No, the 
Lakeside course is only accessed once you have 
destroyed the CPU-controlled opposition, 
which means getting as high in the rankings as 
you can, as early on in the race as possible. 

The Lakeside course rivals the mountain 
terrain of the expert course in terms of graphi- 
cal brilliance. Set in twilight, you begin the race 
at the very front and you need to sustain that 
lead all the way around the track if you are to 
receive the ultimate prize. This is doubly diffi- 
cult as the only thing that hasn't made its way from the original coin-op into 
the Saturn game is the rear-view mirror (well, at least it's not in there yet 
and there doesn't actually appear to be any room for it). As you might imag- 
ine, this makes cutting up the opposition very tough. 

This track is incredibly difficult. As well as being extremely tough (there 
are no easy turns here), the course is also narrow throughout, making turns 
difficult and over-taking near impossible. The road is surrounded by rocks, 
meaning that there is no off-road racing. 

Think you're up to the challenge? Well, getting here is an act of Rallying 
mastery and completing Lakeside in first place is an almost god-like activityl 
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THE EXPERT MOUNTAIN COURSE 
UTTERLY FANTASTIC! 
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some spectacular scenery. The sheer I 
ry is incredible enough, ' 



bly the most detailed 3D environs yet seen in a home 33-bit 3D road 1 
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TIME ATTACK RULES 
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a. vou mutt be using the official UK 
release of Day! on a USA on a UK Saturn. In 
converting the game to PA1, AM2 (hanged 
the time base slightly, so soiiy to all import 
owners but you won't be able to enter this 
competition. 

j. We only want your best Individual lap 
time on any of the three courses, or all 
three if you're good enough. Vou can enter 
as many times as you like for any of the 

4. You have to be racing on NORMAL 
mode, not GRAND PRIX or ENDURANCE. 

5. If you end up with the best lap time, 
we'll want video footage of it In the form 
of the replay mode. Vou don't have to send 
it In with your best time but hang 

We'll contact you if you win. 



Please send your times In ON THE BACK 
OF A POSTCARD! We can't be bothered to 
open envelopes. And don't ring up asking 
foe the latest times, we won't tell you. 



in get enter 



Don't forget, you 
track competitions as many times as you 
like. Send your times together with your 

DAYTONA TIME ATTACK CHALLENGE, SEGA 
SATURN MAGAZINE, Priory Court, 30-31 
Farrlngdon Lane, London. ECiR jAU. 

Next month Is the last time we'll be 
printing your pathetic entries before the 
final results appear in our January Issue. 
The deadline for entries is the end of 
November, so let's have some good times, 
eh? Race you fools, race! 



Anather month has passed and the tidal wave of entries for our awesome 

has continued unabated. A shame then, that 
nearly none of them have managed to even crawl onto the lower rungs of our 
Race Champion Scoreboards. What's the matter with you lot? eh? Eh? Come on, 
this is meant to be a challenge, so lets have some decent times. Congratulations 
to those of you who've managed to crack the best times is month but, in truth, 
you're only the best of a bad bunch, so don't pat yourselves of the back or any- 
thing. Right we've made our point, so here are this month's embarrassing times. 



OVAL 777 
' rn Jacket, 

wheel and Virtua Stick! 




ADVANCED: DINOSAUR CANYON 
Win an exclusive Saturn Jacket, 

acer and 10 Saturn games! 
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ffl^EAR/SSUPPLY OF SEGA'S SATURN GAMES! 
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Th3t S right, . it you'rg one of,tht>se 
extra lucky people with £170 io spare, you too 
could be watching the very latest in CO films. All * 
you need to do is pop on (Joi*h to /he shops ' 
(alright so we were ly^ngt afcout^ ntver leaving the 
house) and get «ydurself titled ou| with a Sdga' 
Video CD car*d. ^Then, simpty, * sltfe * back, the* 
smpartment oh tbe*back of *he*Satum, slip it in * 
le.sldt and«av&y ye^o. Interactive entertainment 
on t$pl*8ut is^it^worth^it? Should YOU be rushing 
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Welcome. 



l¥vl«vlllv to the page of this magazine that 
attempts to convince you to take out a subscription to 
SEGA MAGAZINE: Britain's Only Official Sega Magazine. 
So, why should you take out a subscription to this fine 
tome? Well, for starters, if s Britain's Only Official Sega 
Magazine, which means that we get just about every 
great game first. Thafs right: first previews, first 
reviews - first everything. 

Whafs more, never mind the exclusives, just feel the 
quality. SEGA MAGAZINE prides itself on being the best- 
looking, most entertaining Sega-related read on the 
market. And, if you subscribe, you'll get your mags 
delivered to your home days before they appear on thi 
shelves. And as a special offer, you'll get 12 issues for 
the price of 1 0! How's that for service? So, don't delay, 
subscribe to SEGA MAGAZINE today. You won't regret it. 
Honest! 
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You want reviews? 

Sure, We Ve gOt lOadS. Why, even in this issue, there're ten to 
plough through, and this is a quiet month as far as Saturn releases go. Although the biggies 
such as Sega Rally and Virtua Fighter 2 won't be out for a couple of months, 
there's still plenty of quality software out there and naturally, being the official Saturn maga- 
zine, we have the big reviews before anyone else. And here they are... 



CLOCKWORK KNIGHT 2 

SIM CITY 2000 

THEME PARK 

STREETFIGHTER THE MOVIE 

NBA JAM TOURNAMENT EDITION 68 
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WORLD SERIES BASEBALL 

MORTAL KOMBAT II 
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Clockwork Knight. It was supposed to take I ■] hW M JiiU H I ilM J i U 
riHn« -- lJiHETffiTi1 With its impressive SGI rendered graphics and 
3D backdrops it went some way to fulfilling that promise. But 
the actual game was a disappointment. iTJiTtl jrTCTTHIIUil^Un 




I lockwork Knight 2 isn't so much a 
sequel to the original game, as a 
continuation of it. Which goes some 
way to explaining why it's so similar 
to the first game. As with the 
original Clockwork Knight there are 
four levels, each one themed around a different 
room of a house and each one divided into two 
sub-levels with a boss at the end. Although the 
graphics are impressively three-dimensional, the 
gameplay Is very much a traditional JD affair. Little 
Pepperouchau has to run and jump his way through 
each level, negotiating the various household 
objects that block his path and attacking enemy toys 
with his clockwork key sword. All very similar to 
Clockwork Knight 1 you might think. 

However, Clockwork Knight 2 manages to 
succeed, in every respect, where the original game 
failed. In other words it 's/un/ Whereas Clockwork 
Knight relied on its plush graphics to lift the 
monotonous, plodding action, CK2 actually provides 
decent and varied gameplay. Aside from the usual 
platform leaping and baddy bashing, each level Is 
packed with loads of clever touches - flooded 
bathroom floors, zippo lighter torches and giant clock 
mechanism platforms to name just a few. What 
really makes Clockwork Knight 1 such fun however, is 
its pace. If you want, you can race through each level, 
bashing chains of baddies out of your way and 
finishing in record time On the other hand though, if 
you want to explore the harder-to-reach-areas, skilled 
joypad control is required to overcome the enemy 
infested platforms. And, providing an incentive to 
search these more challenging sections, the game is 
packed with all manner of hidden extras, from the 
standard bonuses and hidden play areas, to the more 
coveted playing cards. Collecting all these (there are 



four on each stage) reveals something special. 
Exactly what though, is a mystery to us, as we 
haven't found them all yet. They're pretty tough to 
find. you see. 

As entertaining as all these features are though, 
they still aren't anything new to the world of 
platform gaming. What really gives CK; a unique 
feel, are its awesome, massively impressive visuals. 
Far surpassing those of the original Clockwork 
Knight, the graphics in CK2 really show off the 
Saturn '5 capabilities, with crisper looking sprites and 
amazingly detailed 3D backdrops. The sheer number 
of textured polygons used to build the landscapes is 



staggering, and 

backgrounds. What' 
simplyjawdroppint 

polygons that 



and 



e incredible when you 
love into some of the 
the huge bosses are 
octopi, transforming 
s. all made from textured 
sut of the screen. As far as 



0, Clockwork Knight is near enough on par 
with Panzer Dragoon for sheer gob-smacking quality 
and drop dead gorgeousness 

Okay, so Clockwork Knight 2 is still just as easy 
as its predecessor and it isn't any longer either. But 
there's far more to it than was found in the first 
adventure and its far more fun too. Actually 
exploring the levels to the full (and you will want to) 
increases the games longevity quite a bit. If you 
really want a tough, challenging platformer, you'd be 
far better off going for BUG!. If however, you want a 
magically atmospheric, incredibly entertaining and 
graphically fantastic platform game, you have to get 
Clockwork Knight 2. For sheer gaming fun, it's the 
best Saturn platformer around. Sadly though, it's just 
too short and far too easy to be a classic. 
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The jolly SGI intra (shown above) and the many intermission 
scenes all help flesh out Clockwork Knight 2's brilliant story. 
■ be one of the best in any ga 
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You are a Sim. i7iTTliL';jii*».ifiinu '* Little did you know but 
you're actually just a series of complex computer calculations and 
U.liilJ.litJUl.TIIIIJ.IJLI-JdVJmilliltA'MH.CT Wild huh? If you find 
this bombshell distressing, console yourself by taking control of 
your own city of Sims and mnfHTCHiHnm'Enraire!* 




im City is one of the best known and 
moil popular home computer games 
ever, mainly because it's one of the 
few games that appeals to just about 
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ll-time arcade 
shooter fans into around the clock urban planners 
with a sense of civic duty. 

The idea of the game is to build and success- 
fully run as big a city as possible by carefully 
planning what buildings go where as well as setting 
the budget, tax levels, and creating transport 
systems. It's this ability to completely control the 
whole city that makes the game so in-depth, as well 
as the way that the Sims [the virtual residents of 
your city) react realistically to any of your actions. For 
example, if you build a residential area too close to a 
heavy industrial zone, not many Sims will want to 
live near all that pollution, however, if you add a few 
parks, a stream and a small wood between the two 
zones they'll fight for the houses. 

During the game you get updates on your 
popularity in the form of newspaper polls, along with 
articles detailing what features your city requires and 
some exciting reports on dental hygiene. By listening 
to your Sims and giving them what they need with- 
out overstretching your budget you can get a good 
city going, thus making you more money which you 
can spend making your city bigger to get even more 
money, and so it goes on. 

This is the game's major failing in that it just 
goes on and on until you run out of money or quit. 
Do well and you eventually make far more money 
than you can possibly spend. The 'scenarios' solve 
this problem by giving you a set target population or 
amount of money to reach within a limited amount 
of time. And so we come onto the real bad points By 
far the biggest problem is the ridiculously slow pace 
of the game. It's not down to the payability, rather 




Further into the future, your 
newspaper becomes 1 digital 
message keeping yuu 
informed on esi 



n the PC 



the ridiculous length of time it takes to: 
the map. something that wasn't a probli 
version. Surely the Saturn should be able to handle 
the fairly simple graphics at least as well as a PC? 

Anyhow, this is still a fantastic strategy game 
which will drag you in quickly and keep you 
engrossed for a good few weeks (and that means 
many hours per day]. The sad part is that most 
people will play it so much in the first month that 
they'll be sick of the sight of it afterwards. The depth 
and level of control you have means this game will 
appeal to just about everyone, and there are a few 
bonus features for the Saturn version, so even PC- 
owning Sim-veterans should enjoy playing it. It's just 
a shame about the speed, though. 

ED LOHAS ^ 




The coloured bars in the top-left corner or the screen lei you The new structure viewer gives you loads of useless info about Lois ol parks help increase the value of land, as well at 

know what types of buildings your Sims want to see. your city and lets you see stuff in smooth 3D. making your city look pretty. 
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Bullfrog's determination to completely I Fl K=T«1V3I 1 iMVM'J E I with 
Theme Park continues this month as they unleash it on the 
Saturn. So does this mean that we finally get to see all those 
lovely PC rendered visuals in their [j 
Well, that's the general idea... 
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1, thi 



Park has been around the 
so many times now, that it's a 
bit difficult to go into frenzied 
spasms over this latest version, but 
seeing as we like it so much, it's 
worth a try. Actually, bar the original 
is easily the best version of Theme 



is the □ 



nt garni 
samples 



intro, all the fairground tunes and speec 
and the graphics on the rides and shop; 
boosted from anything seen on a 16-bit console. 

However, this information won't be much use 
to you if you've never heard of Theme Park before 
(quite unlikely really), so here's a quick recap. The 
ultimate aim of Theme Park is to make money. Loads 
and loads of it To do this, you'll need to build the 
best theme park in the business, with the best rides, 
the best ice-cream, and the best value for money No 
easy feat by anyone's standards 

Anyway, to do this, you're provided with a huge 
playing area, various rides ( the number to choose 
from expands as you get more money], shops, paths. 



employees, fin 
all to do with r 
there. Of cours. 



statistic 
nningabus 

the way to 



-you 



s, you'll find it in 
lakeyourmoney is by 
carefully balancing the amount of rides with ticket 
prices, the prices of cola with the amount of ice in 
the drinks, basically finding the easiest way to scrimp 
and save via making as much money as possible. 
Once you've made one park a success, there's loads 
of others around the world to turn your hand to, and 
there's plenty of competitors who will be hot on your 
heels too. 

Basically, Theme Park (along with Sim City 
2000) is THE title to buy if you're after a strategy 
type game that will last for ages and provide loads of 
entertainment. You can even see your rides in action 
just like you could on the PC version, and in some 
ways, this is even better because there's more choice. 
Luckily, the gameplay is likely to appeal to more than 
just strategy fans, and although it's not in the same 
excitement league as Daytona or Sega Bally, it's 
always good to have a game in your collection that 
has this kind of testability. 
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w The Movie is all set to hit the 

iturn, allowing gam 

lobe to constantly pick Cammy as 

leir character so they can have a 
I look at Kylie Minogue's pixilated 
I bum. The sad gets. And indeed, 
that's not the only reason you'd have to be a bit of a 
fool to part with any sum of money for SFTM, 

The main complaint with this title is that it 
isn't even a conversion of the coin-op, with the 
meagre new features this would have offered. Oh no. 
it's just a Straight port-across of Super Streetfighter 
2 Turbo, but with digitised graphics matted onto the 
unconvincing hand-drawn backgrounds. This means 
you get your Super Combo bar and all the other 
trash... sorry, in-depth gameplay features, you've 
come to expert every time you fork out another sixty 
quid for what's essentially the same game, but 
without the benefit of attractive graphics. 

The other main complaint is the game speed. 
which is far too slow. Not just too slow when you 
start out, but slower still when the screen gets busy 
For example, if both players fire a projectile weapon 
and one of them tries to jump at the same time 
you've got time to go and make a cup of tea, drink it 
and have a slice of cake before either of you can do 
anything else. 

This is the first time Streetfighter has appeared 
on the Saturn, and hopefully it'll be the last. SFTM 
just illustrates how redundant the 2D beat 'em up 
format is these days, with its random spasmodic 
special moves, lack of strategic depth (unless you 
count revising hundreds of thousands of "interest- 
ing" combos like a real Johnny No-Mates) and crap 
graphics. Virtua Fighter comes free with the Saturn 
You don't need to waste your money on pap like this. 



HiT^.Hn5iiriiTHIi'iM T iM was one of the worst cinema releases 
of the year, reminiscent of M. Hulot's Holiday in its awfulness- 
and M. Hulot's Holiday is French. But that didn't stop Capcom 
from making at least a n»EIIHiiMlliH»lliiMiM' J from it by 
releasing Streetfighter the Movie arcade game, which was at 
least a little different from its predecessors in the SF2 line. 




I know it looks very similar 
to the movie and 
everything, but PLEASE! 
Even if you are one nt the 
sad people who found it 
enjoyable, don't 
that you'll glean much 
t from this. 
t much fun at all. 
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Look, I'm not even going to rise to the wealth of captit 
opportunity that this picture provides. Sorry, we just 
commenting on things like that in this magazine. You'll 
make up youi 



Just ten much wandering around. Just too much wandering 
arnund.Just too much want too much wandering around. Just 
too much wandering around. 



farHked 

Three hit super combo finish? Oh. sorry. It's just that I 
thought it said something else. Something completely 
different. But it doesn't. So, never mind then. Just fnrget I 
said anything at all, okay? 
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Unfortunately, thil adds nothing new to tha 
already choc-full Strestflghting genre. Even 
If It doss feature tha rial 



It's Chunners! Die-hard, 
atraatfightlng type tha may be, but even 
aha'a paavad at this connatilon. And who 

blame her? 
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Midway's NBA Jam coin-op gave credibility to a sport previously dis- 
missed as a 'glorified version of Netball.' Now its blend of fancy 
shots and NBA-licensed teams have finally 

i 
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Now that you've had a couple of months to get used to playing next 
generation games, you're probably wondering when you get to play 
. the real classics, like GEHijESIiEEIEHa Well, unfortunately, 
you're going to have to wait for them for quite a while, but in the 
meantime, niMfcHAIiHimihMVJW 




?, Robotica could be the answer 
) every budding blaster's 
| prayers. Released on import 

jughly five months ago, this 
I title enjoyed a limited success in 
Japan, and certainly looked the part 
with its dank, moody graphics and detailed 
texture mapping. However, being official types we 
didn't bother to review the import veision of 
Deadlus (as it was known then), preferring instead 
to wait until it would be on general release in this 
country. Although apart from the name, it has to be 
said that nothing has changed very much from the 
original Japanese version. 

In fart, if we're brutally honest .this game 
remains the same as it ever was - which leaves it as 
little more than a Doom rip off. This is a real shame 
because looks-wise it has everything going for it - 
the texture mapping is great, and the moody, 
meandering corridors really set the atmosphere of 
the game And. when you first play it, you really get 
the feeling that you're in for a bit of a treat. 

Unfortunately though, the graphics are wasted 
somewhat due to the dull nature of the gameplay. 
Although some pretty mean robots appear from 
time to time, there's not enough of them, and, 
horror of horrors, when you kill them there's no 
blood Just a muted little scream Which is all a bit 
disappointing when what you're really expecting is 
some lightning-fast shoot 'em up action with a bit of 
torture and death thrown in for good measure. 

Still, at least half of the no- atmosphere-at-all 
blame can be put down to the game's music. When 
you're wandering around the corridors, there's 
nothing at all to accompany you music- wise, and on 
the occasional section when there is music, it just 
isn't suited to the game. Quite a poor effort when 
you consider the power of the sound chip the Saturn 
has to offer. 

In all, this is a disappointing shoot 'em up 
debut for the Saturn. Although it's not unplayable by 
any means, it lacks any kind of atmosphere and is a 
bit weak in the action department too. Stick with 
Panzer Dragoon for now until something better 
comes along. 

m 





Could there be a really scary robot lurking behind this 
there jusi isn't enough of them to go round all the level 



lU.I 



Although Robotica looks the part, the action is very sparse 
which lends to make the atmosphere a bit stilted. 
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Just loo much wandering around. Hoorah! An enemy at last! 
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No matter what Blue Peter and other such activity-friendly youth programmes may tell you ice 
hockey, like baseball, is EEI!SSn33!IHJover here. For one thing our winters supply us only with 
a constant supply of rain. Freezing rain, yes, but sadly not quite chill enough to solidify into the 
ice so desperately needed to facilitate hl J.I.I.I Tn nniMJir.TaTOT So why the heck are ice hockey 
games so popular here then? 









ut hey, this is Britain, the thriving 
□pen-hearted corner of the world 
ready to greet new ideas wrth a 
cheery welcome. Not for us the petty 
cultural fascism which would have us 
saying "Ice hockey? That's a bit of a 
crap sport. Why can't they play football like every- 
one else?". Anyway, they've programmed the thing 
now, so it's too late to do anything about it. We 
might as well get on with reviewing it. NHL is yet 
another official licence (so the League must be coin- 
ing it in) featuring teams and rosters from real life, 
as well as commentary from two blokes you'd only 
recognise If you were American. 

Playing NHL Is much like playing any of the 
mystifyingly myriad of ice hockey titles on the 
Megadrive Vou take control of one member of your 
chosen team, flicking between characters as the 

puck moves around the rink. The A, 6 
and C buttons are used to pass, 
shoot, tackle (with a body block) or dive 
(for whatever reason that is). The 
action is viewed from loads of different 
viewpoints, which includes panning 
camera shots and close-ups. The con- 
trols are, obviously, slidey, and although 
the pace is less than furious it's a very 
hard game 

What really makes it interesting 
are the reams of options. Replays, 
rosters, custom teams made out of 
customised players.each with numer- 
ous abilities, more stats than you could 
shake a stick at and loads of in-game 
and play options. I could spend hours 
just listing them, let alone exploring 
them. Therefore, it remains for us to 
give our considered opinion. It's not 
going to be everyone's cup of tea, 
because not everyone is thrilled by ice 
hockey anyway. But if you liked NHLPA or even Slap 
Shot and you're a fan of American-sport-style option 
frenzies this is definitely enough to tide you over 
until EA's NHL title hits the shelves next year. 
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Thanks the storage capacity of a CD, this game is totally In 
JI^ pratentatlon and plenty of FHV footage. 
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I h He physically challenged in 
everyday life, it teems as though 
Rayman really comes Into his own 
when faced with a good old fantasy 
I platformer. 

a bit unfortunate though. 
that he breaks the very first rule in platfbrming 
heroism: he doesn't look anything like someone that 
should be looked up to. In fact, he's more likely to trip 
over his own feet on the way to the shops than 
rescue a fair princess or collect one hundred rings in 
under a minute. Still, I suppose you can't really hold 
ainst him, and he does 

it you have to dig a bit 
deeper to find them, 



have todig really deep. 
Although Raymai 



So far, the Saturn hasn't been subjected to HilJnH-t-f.il 
nnii-iiuHn that made their way on to the Megadrive. But 
even though quality games such as Bug have appeared on the 
format, it still has to find itself a real hero like R3SEEEH1H 
But there are a few contenders in the offing, and IUHgniM 
■JBUmg reckons he has a good a chance as any. 
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platform ing affair- every- 
thing works just fine and at 
:n find yourself 
having a bit of fun - it 

becomes tedious 
ratherquickly. Mow. 
this isn't the fault 
□f bad programming - it goes deeper than that. It's 
the fault of the game designers who decided to build 
infinite levels of exactly the same gameplay and then 
tried to hide It by adding various weapons and mak- 
ing some of the levels really, really, difficult. So. 
times, you'll amble through a stage releasing elec- 
toons willy -nilly and find yourself having rather 
jolly time doing it. and other times you'll 
be swearing like a trooper and vowir 
never to pick up another platformer 
long as you live. 

Thisisallabitofashamereall 
because the graphics have had a lot 
of effort put into them - and there's 
plenty of variety in between stages 
too. In fact, if you were just watch- 
ing somebody else playing the 
game you could be easil) 
fooled into thinking this 
the best thing to appear 
the Saturn for quite som 

it'sabittoodulla 

often, and at time 

plain irritating 

damned difficult. For pea 

pie whojust want something / 

(and I mean nice] to play though. 

could be 
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There is absolutely no doubt that 5mJilt.MkirU '* M.]ia 
BBflEHffl probably sold as many Megadrives as Sonic the 
Hedgehog. It's also pretty obvious that Sega are attempting to 
I.M.HH-.UIIJ.I-Mmby producing a whole host of llnl .mmvj 
inHiill:-ttBiliiJ^]lilUiiE- The first attempt, Victory Coal, 
IB!S!fgiI-77gT. but was very simplistic in terms of gameplay. Now 




pon loading up the game, It is dear 
to see a great deal of effort has gone 
into the presentation. There's the 
obligatory fulhmotion video 
sequence, which does a good job of 
setting up the atmosphere with its 
n Crap hits -sou reed activities. This 
i extends into the game Itself, where 



excellent Sil 

a vast plethi 
Just about every kind of baseball 
match can be played out, from 
exhibition matches through to all- 
sat challenges and playoffs. It's 
clear that the American 






ts has I 



well catered for, with an entire 
range of data stored for each 
individual team {and there's a 
Database system for you to look it 

Going into the game proper 
we can still see thatahuge 
amount of effort has been 
forthcoming from the 
programmers. An array of 
selectables await, including the 
opportunity to play a day or night 
game and there are even four 
different stadiums to choose from 
This is all very impressive, so it's a 
pleasure to say that the same 
quality is evident in the gameplay. 

Don't get me wrong - if 
you've played a baseball game on 
16-bit. the actual meat and i 



theg; 
Identl 



all) 



!) a very 



smooth, v 



icely presented 3D 

ipressive - but thi 
of the gameplay 
at all. This 
probably isn't the fault of the 
developers. After all, historically 
speaking, all baseball games , 
virtually identical no matter \ 
system they are on. 

But the thing is, despite the 
feeling that you've played this game before (and you 
probably have in some shape or form], there is no 
getting around the fact that World Series Baseball is 
most enjoyable - particularly in a two-player contest. 
There are no grumbles about the gameplay, and the 
batting (often the most frustrating feature in such a 




the game's jD-ness as much as they can - hence the 
plethora of replays and camera angles. It would seem 
that the Sega Sports brand have actually caught up 
with Electronic Arts - for this title at least The basic 
fact of the matter is that World Series Baseball on 
the whole looks impressive. True, there are no 
surprises in the gameplay, but at least it is as good to 
play as the best Megadrive examples of the genre 
(Victory Goal - hang your head in 

In fact, only two 

disappointments come to mind 
when playing this game. First is 
the graphical qualities of the 
players themselves. Great effort 

3D stadium, and this effort seems 
let down when you look at the lack 
of animation on the players, the 
strange poses and the below- 
average sprites in general. Some 
3D polygon characters with Virtua 
Fighter-style motion capture 
certainly wouldn't have gone 



The it 



■■■,; dis. 



is this) is 
The developers have also been keen 



sploft 



appointment 
lityofthePAL 
i. For all its faults. Victory 
Goal did feature a full-screen, full- 
speed display but there's none of 
this with Baseball -expect to take 
the last train to letterbox central 
with this release. 

In terms of whether the 
game is actually worth the 
financial outlay, it's a bit of a 
tough decision. Although mildly 
diverting, World Series Baseball is 
by concept quite a limited game. 
Mastering pitching, fielding and 
batting is extremely easy which 
limits any solo-player action (and 
the fielding is an unentertaining in 
one-player mode as it is in any 
baseball game) and the game only 
really becomes a worthwhile 
experience if you have a friend (or 
otherwise) about for a bit of dual-player action. 

If you are one of the very few people who owns 
a Saturn and is looking for some baseballing action, I 
would recommend this to you with no hesitation 
whatsoever. However, I think the rest of us could 
probably manage quite well enough without it. 

- 4j> 

RICHARD LEADBETTER ^^ 
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In other words, they were really appalling and »i 
out. Back to batting practice for them. 




PLAYOFFS 
Wi-STAR GAME 
"OjJEBJN DERBY 

DAT A BASF 




Although World Series baseball plays really well. It offers 
nothing now to the genre. 
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I don't know about you gameslings, but I reck- 

on l^PTiFli-ltt^WinaffJffan inqtallmpntnfthP 

Kombat trilogy. It's got Baraka in it, and you 
can't go wrong with him. Look at his big pointy 

pet? He'd be great around the house, and you 
could train him to make tea and attack your 
visitors with his extended blade-like arms. 




I he thing with Baraka is that, like 
| dolphins, his grinning visage suggests 
: he's always in a cheery mood, 
ke the other rather dour-faced 
icipants in the tournament. But 
l, Mortal Kombat i was the game 
to introduce comedy to the beat 'em up scene, with 
itsBabalitiesand Friendships -antidotes to the 
doom-laden gorefests which were, and are still, 
known as Fatalities. 

It was also the game which improved the previ- 
ously limited Kombateering, the controls were more 
fluid, the character movement smoother and the 
whole thing controllable. As a result it smashed the 
takings for the original, spawned the most successful 
arcade conversions ever and acted as the impetus for 
a seemingly worthwhile movie And now it's back, 
ignoring the pleas of its younger offspring, the all- 
new Mortal Kombat 3. like some kind of sad drunken 
relative at a family gathering, staggering around the 
floor, showing off Kung Lao hat Fatalities and stam- 
mering "This is how we used to do it in the old days". 

And do we begrudge its appearance in this 
climate of all things ultra-new? Why of course not. 
because despite not being the most up-to-date 
Kombat. it's still the most fun - and the one the most 
people will be familiar with. And. while it's not quite 
up there with Virtua Fighter as far as technical 
accomplishment is concerned, this arcade -perfect 
conversion is a supremely playable beat em up 

Mortal Kombat 2 pretty much makes your pur- 
chasing decision for you. If you're sitting there think- 
ing "Ooh, I like Mortal Kombat, I hope this is a good 
version" it's doubtful you could be in any way disap- 
pointed. You'll know if you want it, And if you do 
you're more than advised to rush out and buy the 
little rascal as soon as you see it. Jaded gamesters 
suffering from over-exposuie might have difficulty 
dealing with Mortal 2 without blanching, but happy- 
go-lucky fluffy bunny gamers who believe in fairies 
and the essential goodness in mankind will love it. 
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The new home cinema... 




... read all about it in the November edition of 

*"C Review. Gomes with two high-density disKs or 

one CD with up to 28 demos and games and 

money-saving programs. 



The best magazine for the home 
On sale 1 5th October. 
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or k recently referred to football as 
a glorified mating ritual'. Idiot. A 
opey singer from Ireland, a country 
which is, co incidentally, less than 






otheg. 



l game, what the hell does she know? 
All it would take to make her unstand the real 
meaning of the game, if she didn't fancy spending a 
couple of hours watching the Arsenal at work, is one 
goof this, the undisputed god of football games, 
and she'd be a scarf- wearing, plnt-drinklng, full-on 
football nut for life. 

That's not an exaggeration. Superstar Soccer is 
the game that kept SNES software at number one 
last Christmas and is set to do the same with the 
Megadrive this yule. You can forget your FIFAs and 
stick your Strikers, this kicks them right into touch, 
pops round their house, raids their 'fridge and 
spends the night sat in front of their telly eating 
popcorn and wearing their slippers. 

Apart from being the best looking 16-bit 
football game, Superstar Soccer is also the most real- 
istic. There'll never be a game that can 
replace pulling on a pair of boots and 
kicking the hell out of a lump of 
leather, but this the closest yet. 

Every kind of footballing move 
you could hope to see in a game is 
featured -from diving headers and 
overhead kicks to delicate flicks and 
chips. The control system is highly 
intuitive, and after a couple of hours 
playing you're able to produce some 
fantastic-looking footy. That doesn't 
mean the game's a doddle to play, 
though. There's a huge array of inter- 
national sides to take on in several 
tournaments, and unless you get your 
tactics spot-on you'll never make it 
through to the final. 

One of the game's many 
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several famous faces in the bigger 
sides. Italy, for example, have Roberto 
Baggio and Fabrizio Ravenelli in the 
squad -both of whom are instantly 
recognisable on the pitch, it's small, 
almost unnecessary features like these 
which bolster the game even further 
and putyou firmly in football heaven. 

Even if you've never owned a 
football game, you should still keep an 
eye out for the up-coming review. 
Nobody in this country gave a monkey's about 
American football games until John Maddens came 
out, and this game has that similar effect- it's just 
so much fun to play. And it's proper football as well. 
If it sounds like we're just a little bit excited by 
this game, then you've got the wrong impression. 
We're totally excited by this. Watch out for it, it's 
going to be good. 




r ) International , 

oiipormr 

If ever there was a reason to buy a second-hand SNES on the 
cheap it was International Superstar Soccer. Lauded by almost 
everyone as the greatest football game ever, you no longer 
have to risk selling out to Nintendo because Konami have 
finally produced a Megadrive conversion. 




The animation Is amazing considering ths game' 
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le of the creators of this game, David 
r A ^^ Braben, went on to spend the rest of 
T .A ^H the Eighties working on Elite II. lust 
I ^B ^H as epic, for the just as laughable 
^- '^^ Amiga. Now in the Nineties, he has 
1 turned his attention to the jaX, and 
takable elements of his past triumphs 
into the stripped-down form of Darxide. In this 
unusual shoot 'em up the emphasis Is on quick 
reactions and maximum firepower. 

Players control a split-wing fighter, viewed 
from a chase position, and centred in a stylish 
series of oval instrument panels The deep-space 
environment of the game's n levels feature a series 
of asteroids, which harbour various mining opera- 
tions, protected by a vicious series of defenses. 
Simple — eliminate the defenses, annihilate the 
asteroids and get home in time for tea and biscuits. 

The errant moons have been deliberately sent 
by an alien race who want to have sole control of 
the mining operations, and have even hollowed out 
some spare asteroids as bases for their flying 
saucers. Destroying these with your auto -target! rig 
weapon releases the full force of enemy hardware 
On other outposts, the asteroid's demise merely 
results in the death screams of the colonists 
echoing over your Intercom as they plunge into 
space Serves them right. 

The game's objectives are more focused than 
any previous Braben game and. although the later 
levels feature new power ups and extra gameplay 
elements thrown into the mix, it's essentially a 
reaction-testing blaster. This is not to say the game 
Is not pushing the 32X hardware, as these stunning 
screenshots show. All the spinning asteroids are 
fully texture-mapped, and the 3-D update is superb. 
Sound Is depth-cued so the full effect of explosions 
matches with the visuals. The team's aim is also to 
have a honey-voiced computer in the final build, 
who offers statistics in true sci-fi movie style. 

The work on Darxide to this date has been 
assembling the game engine — entirely new — and 
setting the agenda for each level. The final few 
months of programming will concentrate on adding 
the various gameplay features and grooming the 
inertial control further. Expect to see Darxide 
surfacing sometime on the other side of Christmas. 
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Darxlda'i graphics are amongst some of the bait ytt » 
the 32X - they're totally amazing. 
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Video games are not, as you might think, a force patronised by 
sad nostalgics. But you'd be surprised at how many reminisce 
about the great games of the past, and how they were around 
to see them. And the very Woodstock of gaming has to be Elite; 
the grandiose and epic space trading and combat simulator. 




'1 your problem. What's In Ihe asteroid? Colonists 
1? The only way to find nut In by attacking It. 



It's essential to track down the power-ops, especially or 
later levels which are going to be dead tough. 
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And there we wire, sitting around waiting For 
this an Saturn, when Virgin suddenly storm 
in with this superb 16 -b 






cr in their less gl; 
F^h^^tf Derbyshire surroundings, Eurocom 
I ^H ^H have kept the i6-bit side up by 
I ^B ^H producing s multilevel adventure 

'^^l that transcends the normal action of 
' platform games. Isometric games are 
notoriously hard to realise, as the practical problems 
of mapping three-dimensions of movement and 
position are a huge strain on the Megad rive's CPU. 
It has been remarkably achieved here, though, 
with extravagant graphics and animation thrown in 
for good measure. Cool Spot is set free in iz movie 
inspired worlds, looking for the scattered spots that 
will free him from his movie hell In the initial pirate 
world, things start simply enough, with a stroll on a 
ship's deck and a dtp in the ocean, b ut things 
diversify into puzzle gameplay once you enter the 
secret-strewn haunted house and Pumpkin castle 
Few popular genres are missed out, and the 
cheeky use of some familiar sprites and back- 
grounds — Tron and Terminator are definitely 
parodied for starters — makes the game the 
colourful and enjoyable jaunt it is. As well as a 
constantly changing feast for the eyes, the change 
of pace and gamestyle really spoils the player, with 
the added freedom to select levels in any order with- 
in each world. The programmers have had great fun 
(and made the game fun in the process) adding 
secret passages at every stage, and even sub-games 
Although things are never quite taxing enough 
for the hardened gamer fraternity, and the enemy 
count is sometimes low — which reflects some pro- 
gramming restrictions — Coo I Spot has to stand out 
as one of theyear's real Megadrive blockbusters, 
which will certainly outshine anything else within 
the same field this Christmas. 

SAM HICKKAN ^^ 
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Virgin and developers Eurocom prove both that there's still life in 
platform games yet, and that licensed characters don't always front 
poor product. Cool Spot goes to Hollywood is the fruit of two years 
development, starting from a basic idea of an isometric platformer 
from the Virgin producers, who have also been busy concentrating 
on the Saturn version in California. 




days? Half the 'songs' in the 
pop charts are remixes of the 
other half and now games are 
being remixed, like Virtua 
Fighter. Seeing as everyone's 
gone remix crazy it isn't really 
surprising that one of the best 
Megadrive games ever should 
be treated to a facelift. 
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Welt, it all sounds good - 
in a toy 
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re severely limited as to what you 
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It's better than Micro Machines z a 
therefore one of the best games ev 




However, if you have the original, t 
carefully before buying. 
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[ Ferdinand wear pink chiffon, but 
very other aspect of running a club, 
of any stature, is in your clammy hands. It's all quite 
accessible too, with a series of menus streamed off a 
main bank of icons. Play consists of choosing options 
within weekly turns, then sitting down through the 
matches to see the effect of your handiwork on the 

As well as detailed player lists and transfer mar- 
kets, the game diversifies into billboard sponsorship, 
ground improvements, European competition, creat- 
ing a training regime and even a junior side. News of 
your competitors actions is brought by a 
teleprompter, which also produces the pools results 
in true Grandstand fashion. 

Presentation is, by i6-bit standards, spartan. 
Few graphical touches are employed beyond the 
icons and a depiction of your ground, and the tightly 
packed player lists and accounts are austere. This 
does make important information easy to pick out, 
though. Naturally, you have no control over the 
matches, which are played out as a series of short 

ver a rolling 'commentary' of play. After 
a few sessions, you'll skip through these periods on 
the ultra speed setting, which is thankfully very fast. 

You can start on any level, from a top-rank 
Premiership team, to lowly conference-league dregs 
with a muddy field and a hot dog stand. The game is 
a challenge at any stage, and it will 
before you feel you are making decisions on any 
and luck. 

Without a battery back-up, all this would be 
pointless, and sensibly the game allows you to sav 
single position. This may seen mean 
caused the programmers severe headaches, as all the 
;o be squeezed into a mere Dik of dyi 
balance, although the limitless ability of 
computers to save game positions is sorely missed, 
the standard of Premier Manager is so high, that 
anyone interested in games of this sort should be 





These ar 

you get during the match. 



Football management games have long been the domain of PC 
and Amiga owners. But now, for the first time on console, you 
can finally get to grips with the tougher side of football and 
battle it out for league glory. 
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a disjointed, metallic 
I and frankly unlikely robotic hero, 
rives to save mankind from 
:o logical despair and a nightmare 
j future dominated by its own 
I mechanical creations. As even the 
toasters rebel and the pie-making cyborg death 
police take to the streets, Vectorman is one of the 
few reliable machines left. 

He traverses countless sombre levels packed 
with laser-spitting sentinels, In a game that man- 
ages to maintain a distinct visual style, making It 
one of the most unusual Megadrive titles of the 
year. The action is always to the fore with barely a 
pause between entry and exit point, and plenty of 
opportunity for Vectorman to 'tool up' via the 
spinning television sets housing the game's many 
extra weapons. 

These are impressive, both in their imaginative- 
ness and their Impact, as showers of sparks connect 
with enemies to create thunderous explosions. As 
well as weapons, extra powers enable Vectorman to 
morph into different machines. The game gives the 
player freedom to experiment with these to find 
hidden areas and the less accessible bonuses. 

A fair portion of the game departs from the 
usual platform formula, with levels set on a bizarre 
scrolling bamboo table, or a single train track sus- 
pended above green fields, with Vectorman in con- 
trol of a locomotive. In the latter, a grotesque cyborg 
with huge hands appears from below, attempting to 

It is not just these sections which make the 
game a success, it's the time that's been spent on 
making the main character so responsive, and the 
impressive pacing of the game that keeps the player 
engaged despite some weaker stages. 

Vectorman has a stylishness that shows up 
many flashier, licensed games that have been 
designed with less attention to gameptay, and 
despite any obvious original thinking, it's a powerful 
sum of parts that any shoot 'em up fan should own. 

GUS SUAN ^ 



What Vectorman lacks in inspiring scenario or originality, it 
more than compensates for in enthusiasm and game 'feel'. Blue 
Sky's programming shows just how far the Megadrive can take 
the genre of platform shooter, when the payability is kept 
central to the endeavour. 
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Marsupilami means nothing 
to us Brits, but apparently this 
Disney animated character is 
popular in France. But the 
lemur-like star of this puzzle 
game will have an uphill 
struggle making an impact 
with Megadrive owners here. 
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I he basis of the garni 
the character. It's Sega's first out- 
and-out Lemming; clone, 
two dozen horizontally scrolling 
levels. Marsupilami escorts his less 
agile elephant friend, Bonelli, in an 
escape bid from his circus trainer captor. Taking 
Bonelli from each entry to exit point means he has 
to negotiate natural hazards and deliberate traps, 
both of which he is Ill-equipped to deal with. 

The solution, and the crux of the gameplay. is 
Marsupilami's flexible tail By collecting action 
which then appear in a strip along the top of the 
screen. Marsupilami can form stairs, a winch and 
various other contraptions with his tail to help his 
elephantine chum through Should the pachyderm 
wander away the penalties are harsh, as a strict time 
limit Is Imposed, and the trainer is never far behind. 
This forms the secondary element of gameplay 
— timing. Certain enticements, like fruit pieces. o< 
the lash of Marsupilami's tail, help goad Bonelli. out 
even so the game is dangerously frustrating from the 
outset. This sharp, unforgiving difficulty curve is ill at 
ease with the cheerful, simplistic graphics and 
cartoon characters. The action starts 
environment, with clowns and jugglers, but the 
scenery changes frequently. 

The actual content of each level Isn't too 
complex, and often a hummingbird character, 
Tignass, flies past with unsubtle hints of yoi 
move. The ideas come easily, it's the application of 
them that's hard. Marsupilami is undoubtedly aimed 
at the young, but there'll be plenty of tears before 
bedtime after many fruitless attempts to get to grips 
with the control system, and deal with the rigours of 
the clock. 

It's a pity, as this marrs an otherwise refreshing 
and well-produced game that fills a niche in the 
market for arcade pullers. Older players who 
appreciate Lemmings and games of that ilk should 
try not to be put-off by the styling, and go for this 
year's premier scalp-exerciser. 

SAM HICKMAN 4S 
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There's so much to fit in that we're not going to waste space waffling on here. You just need 
know that we've listed every finishing move in the game as well as an EXCLUSIVE Endurance 
Mode cheat and EXCLUSIVE boss character moves. 
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ega hero Joe Mushashi makes his debut on the Saturn with scimi- 
nging and guns-a blazing. Kind of. Oh. alright then "in a very half 
hearted way" would be more precise. Although this plat- 
former plays really really well, it doesn't really seem to be 
suited to the Saturn. In fact, if we're talking looks, it 
would definitely be more at home on the Megadrive. ¥ou 
see, for all the nice-looking explosions and huge bosses, 
this really can't disguise the simple fact that it's another 
Shinobi game that somehow managed to find its way or 
to CD instead of cartridge. Which doesn't necessarily 
make it a bad game Not by any means. It's just that 
being on the Saturn and everything, you'd probably 

■nore for your money. Which funnily enough, is probably why they 

tacky Japanese FMV fight scene as an intra 
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Those of you who sent away your Saturn registration cards will have already 
enjoyed one level of Panzer Dragoon courtesy of Sega, and that alone should 
be enough to make you rush out and buy the full game. But, if you still need con- 
vincing, let's reiterate our review from last issue. Arriving with second batch of 
releases for the Saturn. Panzer Dragoon is easily the most impressive in both 
graphical and gameplay terms. 
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IN ISSUE 2 WE'LL BE CONTINUING OUR TOP COVERAGE ON ALL THINGS 
SATURN, FOLLOWING UP OUR VIDEO WITH YET ANOTHER EXCLUSIVE GIFT 
ONLY AVAILABLE TO SEGA SATURN MAGAZINE READERS. WE'LL ALSO BE 
BRINGING YOU THE VERY FIRST REVIEW OF VIRTUA COP, AN EXTENSIVE 
LOOK AT SEGA'S HANG ON GP, PLUS NEWS OF EXCITING NEW SATURN 
TITLES FOR 1996, REVIEWS OF FIRESTORM, WING ARMS, VIRTUA RACING, 
DEFCON 5, REVOLUTION X AND DEVELOPMENT NEWS OF VIRTUA COP 2, 
FIGHTING VIPERS AND MANX TT. 

AND OF COURSE, LOADS MORE TOO. 
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SEGA SA TURN MAGAZINE. ISSUE 2. OUT NOVEMBER 24TH. 
YOU CAN'T AFFORD TO MISS IT. 
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PRICE! CHOICE! QUALITY! SERVICE! 



These have made us one of the largest suppliers 
of computer & video games in the country today! 




InLTNX APB. CUM DssbtStrM... 

" MI £L_ Batman li:.r* £"<*; Dm- Lusr . ... 

w *»* l BlKUGH-»* lit 99 Dhaoil. 
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Colour Hand Held Console 

Stan Returns 31.99 

Lynx II +WoHd Class Soccer ..£31 .99 -*= nicaan lt* cjww 

WorilvnilllwnoTOl UN iwo&wl* Cwcknii j»»; £2*99 Has*.. 

HOTtyiUSlwgcmi ,Wff K»i« Chip's O-aJv- ,"-.-: 



£24.50 &t5ffe»_ 
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£»< Cut Out This order form and post to : 
GAMEPIAY, UNIT 11, BARDEN CLOSE, 
BATLEY, W. YORKSHIRE WF17 7JG. 




...MM TiwSub £9.99 

.£19.99 Viking Dm f1S.W 

EU.99 WaiDCiAssSocai. 







AIL GOODS APE FULLY GUARANTEED. IF 

ANY ITEM DOESN'T WORK AS IT 
SHOULD. WE'LL REPLACE IT IMMEDIATELY 
AT NO COST TO YOU. 

7\ 1000'S OF TITLES AVAILABLE, If YOU 
CAN'T SEE THE ITEM YOU WANT PLEASE 

J SING AS STOCK ARRIVES DAILY 
SOFTWARE AND ACCESSOSIES 
AVAILABLE FOR All MACHINES 

ORDER BY PHONE, FA* OS POST. 
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